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AMENDMENTS TO THE CLAIMS: 

This listing of claims will replace all prior versions, and listings, of claims in the 
application: 

1. (currently amended) A game apparatus displaying a battle scene in which 
characters in a game world fight with each other, comprising: 

one or more f irst storage locations for storing a -one or more parameters for each 
characto r enemv appearing in said game world; 

one or more second storage locations for storing one or more a fl-operation timing 
patterns indicative of player timings to be oporatod input in association with each 
characto r enemv : 

an i nstruct i on i maqo input pattern changing mochanism programmed logic 
circuitry f or displaying, when the battle scene is displayed, an i nstruct i on imaqo input 
pattern and changing a displaying manner of said i nstruct i on i maqo input pattern on the 
basis of one of the one or more operation timing patterns associated with the 
charact o ro nemv appearing in said battle scene stored in said one or more second 
storage locations; 

an-operation detecting mochanism programmed logic circuitry f or detecting an 
operation by said player input in response to a change of said i nstruct i on imago input 
pattern ; 

a-changing value calculating mechan i sm programmed logic circuitry for 
calculating a changing value for changing the parameter of the characto r enemv 
depending upon a degree of coincidence between the operation timing of said player at 
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a time of being detected by said operation detecting mochan i sm programmed logic 
circuitry and the timing of the operation timing pattern; and 

a-parameter updating m e chanism programmed logic circuitry for updating the 
parameter of the oharacto r enemv appearing in said battle scene on the basis of the 
changing value calculated by said changing value calculating mechanism programmed 
logic circuitry . 

2. (currently amended) A -The game apparatus according to claim 1, wherein 
said one or more second storage locations store,, for each characto re nemv, the 

operation timing patterns having different difficulty levels of an operation for said player, 
and 

said i nstruction i mage input pattern changing mochan i sm programmed logic 
circuitry changes the displaying manner of said instruct i on imago input pattern on the 
basis of the operation timing pattern associated with any one of an offensive 
charact e r enemv and a defensive charaot e r enemy . 

3. (currently amended) A -The game apparatus according to claim 1 , wherein 
the parameter includes a physical strength parameter on which a battle 

continuing ability of the characto r enemv depends, and 

said parameter updating mochan i sm programmed logic circuitry reduces the 
physical strength parameter of a defensive charact o r enemv such that the defensive 
characto r enemv appearing in said battle scene is damaged on the basis of the changing 
value calculated by said changing value calculating m e chan i sm programmed logic 
circuitry . 

4. (currently amended) A -The game apparatus according to claim 1 , wherein 
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said i nstruct i on imago input pattern changing m e chan is m programmed logic 
circuitry changes the displaying manner by displaying said i nstruction imago input 
pattern in one of a rhythmic manner, an enlarged/reduced manner, and a 
displayed/non-displayed manner on the basis of the operation timing pattern associated 
with the charact e r enemv appearing in said battle scene. 

5. (currently amended) A -The game apparatus according to claim 1 , wherein 
said i nstruct i on i mage input pattern changing mechan i sm programmed logic 

circuitry changes at least one of a color and a shape of said i nstruct i on i mago input 
pattern at the timing that has to be operated by said player on the basis of the operation 
timing pattern. 

6. (currently amended) A -The game apparatus according to claim 1 , further 
comprising 

a-music reproducing m e chan i sm programmed logic circuitry for reproducing 
music data for playing a-BGM in said battle scene, wherein 

said one or more second storage locations store the music data which is utilized 
as the operation timing pattern and is const i tutod comprised of a plurality of kinds of 
parts A each being a reproduction object by said music reproducing 
mochanism programmed logic circuitry , and 

said i nstruction imago input pattern changing m e chan i sm programmed logic 
circuitry changes the displaying manner of said instruct i on imago input pattern on the 
basis of any one of the parts constituting the music data when said BGM is being played 
by said music reproducing mechan i sm programmed logic circuitry . 

7. (currently amended) A- The game apparatus according to claim 1 , wherein 
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the parameter includes an ability parameter on which a superiority of a fighting 
capability of the ch a ract e r enemy depends, and 

said parameter updating m e chanism programmed logic circuitry updates the 
ability parameter of the character to be operated by said player on the basis of the 
changing value calculated by said changing value calculating m e chan i sm programmed 
logic circuitry when the battle is ended. 

8. (currently amended) A -The game apparatus according to claim 1 , wherein 
said changing value calculating mochan i sm programmed logic circuitry calculates 

the changing value so as to significantly change the parameter of the charact e r enemy 
as a d e groo of co i nc i donce botwoon the operation timing of said player at a time of 
being detected by said operation detecting m e chan i sm programmed logic circuitry and 
the timing of the operation timing pattern corresponding to said timing more closely 
coincide i s h i ghor . 

9. (currently amended) A -The game apparatus according to claim 1 , wherein 
said operation timing pattern is constructed so as to be successively operated at 

a plurality of timing patterns inputs by said player, and 

said changing value calculating mechan i sm programmed logic circuitry 
calculates, every time that the operation by said player is detected by said operation 
detecting m e chan i sm programmed logic circuitry , the changing value depending upon a 
degree of coincidence between the operation timing by said player at that time and the 
timing of the operation timing pattern corresponding to said time. 

10. (currently amended) A -The game apparatus according to claim 9, wherein 
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said changing value calculating m e chan i sm programmed logic circuitry calculates 
the changing value so as to be gradually increased when the degree of coincidence 
between the operation timing of said player detected by said operation detecting 
m e chan i sm programmed logic circuitry and the timing of the operation timing pattern is 
successively high. 

1 1 . (currently amended) A -The game apparatus according to claim 9, whoro i n 
further comprising turn changing programmed logic circuitry for allowing 

successive operations by said player while the degree of coincidence is not lower than a 
predetermined value and making a change between an offensive turn and a defensive 
turn at a time that the degree of coincidence becomes lower than the predetermined 
value, wherein 

said battle scene is for fighting the characters with each other by alternately 
repeating afi -said offensive turn and a -said defensive turn , furth e r compr i s i ng 

a turn changing mochan i sm for a ll owing succoss i vo operations by sa i d p l ayor 
unt il th e degree of co i ncid e nc e do e s not b e come l ow e r than a pr e d e t e rm i ned valuo and 
mak i ng a chango botwoon sa i d off e nsivo turn and sa i d dofonc i vo turn at a t i mo that tho 
d e gr ee of co i ncid e nc e b e com e s l ow e r than th e pr e d e t e rmin e d va l u e. 

12. (currently amended) A -The game apparatus according to claim 1, further 
comprising 

one or more third storage locations for storing the number of operable times 
information indicative of the number of operable times by said player; 

a-number of times reducing mochanism programmed logic circuitry for reducing 
the number of operable times depending upon an operation of said player; and 
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ao-operation ending m e chan i sm programmed logic circuitry f or ending the 
operation by said player when the number of operable times becomes 0. 

13. (currently amended) A -The game apparatus according to claim 12, further 
comprising 

a number of times increasing mechan i sm programmed logic circuitry for 
increasing the number of operable times when the dogroo of co i no i donco botwoon tho 
operation timing of said player and the timing of the operation timing pattern is -closelv 
coincide successively higho rt imes . 

14. (currently amended) A memory medium encoded with a game program for 
execution by a computer of a game apparatus in order to display a battle scene in which 
characters in a game world fight with each other, said computer when executing said 
game program including: 

one or more f irst storage locations for storing a -one or more parameters for each 
characto re nemv appearing in said game world; 

one or more second storage locations for storing an -one or more operation timing 
patterns indicative of a player's timing patterns to be operated in association with each 
charact e r enemy ; 

an instruct i on i mago input pattern changing m e chan i sm proorammed logic circuitry 
for displaying, when the battle scene is displayed, an instruct i on imag o input pattern and 
changing a displaying manner of said i nstruct i on i mago input pattern on the basis of the 
one or more operation timing patterns stored in said one or more second storage 
locations and associated with the characto r enemv appearing in said battle scene stor o d 
i n sa i d s e cond storag e l ocat i ons ; 
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an-operation detecting mechan i sm programmed logic circuitry for detecting an 
operation by said player input in response to a change of said i nstruct i on i mag e input 
pattern ; 

a-changing value calculating mechan i sm programmed logic circuitry for 
calculating a changing value for changing the parameter of the Gharact e r enemv 
depending upon a degree of coincidence between the operation timing of said player at 
a time of being detected by said operation detecting m e chan i sm programmed logic 
circuitry and the timing of the operation timing pattern; and 

a parameter updating mechan i sm programmed logic circuitry for updating the 
parameter of the characto r enemv being appearing in said battle scene on the basis of 
the changing value calculated by said changing value calculating 
mochan i sm programmed logic circuitry . 

15. (currently amended) A -The memory medium encoded with a game program 
according to claim 14, wherein 

6 a i d comput e r functions such that said one or more second storage locations 
storei for each characto r enemv. the operation timing patterns having different difficulty 
levels of the operation for said player, and said i nstruct i on imag o input pattern changing 
mochan i sm programmed logic circuitry changes the displaying manner of said 
i nstruct i on i mage input pattern on the basis of the operation timing pattern associated 
with any one of an offensive characto ro nemv and a defensive characto ro nemv . 

16. (currently amended) A -The memory medium encoded with a game program 
according to claim 14, wherein 
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the parameter includes a physical strength parameter on which a battle 
continuing ability of the characto r enemv depends, and 

sa i d computer funct i ons such that said parameter updating 
mochan i sm proqrammed logic circuitry reduces the physical strength parameter of a 
defensive characte r enemv such that the defensive characto r enemv being-appearing in 
said battle scene is damaged on the basis of the changing value calculated by said 
changing value calculating mochan i sm proqrammed logic circuitry . 

17. (currently amended) A -The memory medium encoded with a game program 
according to claim 14, wherein 

sa i d computor funct i ons such that said i nstruct i on i mago input pattern changing 
m e chanism proqrammed logic circuitry changes the displaying manner by displaying 
said instruction imago input pattern in a rhythmic manner, an enlarged/reduced manner, 
or a displayed/non-displayed manner on the basis of the operation timing pattern 
associated with the characte r enemv appearing in said battle scene. 

18. (currently amended) A -The memory medium encoded with a game program 
according to claim 14, wherein 

said comput e r funct i ons such that said instruct i on i mago input pattern changing 
mochan i sm programmed logic circuitry changes at least one of a color and a shape of 
said instruct i on i mago input pattern at the timing that has to be operated by said player 
on the basis of the operation timing pattern. 

19. (currently amended) A -The memory medium encoded with a game program 
according to claim 14, wherein 
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said game apparatus further compr i s i ng comprisesa music reproducing 
m e chan i sm proqrammed logic circuitry for reproducing music data for playing a-BGM in 
said battle scene, and 

s a i d comput e r funct i ons such that said one or more second storage locations 
store the music data which is utilized as the operation timing pattern and i s constitut e d 
e fcomprises a plurality of kinds of parts each being a reproduction object by said music 
reproducing m e ohan i sm proqrammed logic circuitry , and 

said i nstruct i on i maoo input pattern changing moohan i em proorammed logic 
circuitry changes the displaying manner of said instruct i on i maoo input pattern on the 
basis of any one of the parts constituting said music data when said BGM is played by 
said music reproducing mochan i sm programmed logic circuitry . 

20. (currently amended) A -The memory medium encoded with a game program 
according to claim 14, wherein 

the parameter includes an ability parameter on which a superiority of a fighting 
capability of the charact e r enemv depends, and 

sa i d computer funct i ons such that said parameter updating 
mochan i sm programmed logic circuitry updates the ability parameter of the character to 
be operated by said player on the basis of the changing value calculated by said 
changing value calculating m e chan i sm programmed logic circuitry when the battle is 
ended. 

21. (currently amended) A -The memory medium encoded with a game program 
according to claim 14, wherein 
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said comput e r funct i ons such that said changing value calculating 
mochan i sm programmed logic circuitry calculates the changing value so as to 
significantly change the parameter of the charact e r enemv as a degr ee of co i nc i donco 
botwoon the operation timing of said player at a time of being detected by said 
operation detecting mochan i sm programmed logic circuitry and the timing of the 
operation timing pattern corresponding to said timing more closely coincide i s h i ohor . 

22. (currently amended) A -The memory medium encoded with a game program 
according to claim 14, wherein 

said operation timing pattern is constructed so as to be successively operated at 
a plurality of t i m i ng timed patterns inputs by said player, and 

said computer functions such that said changing value calculating 
mochanism programmed logic circuitry calculates, every time that the operation by said 
player is detected by said operation detecting m e chan i sm programmed logic circuitry , 
the changing value depending upon a degree of coincidence between the operation 
timing by said player at that time and the timing of the operation timing pattern 
corresponding to said time. 

23. (currently amended) A -The memory medium encoded with a game program 
according to claim 22, wherein 

sa i d comput e r functions such that said changing value calculating 
mochan i Gm programmed logic circuitry calculates the changing value so as to be 
gradually increased when the d e gr ee of co i nc i d e nc e b e tw ee n th e operation timing 
detected by said operation detecting mochan i sm programmed logic circuitry and the 
timing of the operation timing pattern is -closelv coincide successively frig frtimes . 
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24. (currently amended) A -The memory medium encoded with a game program 
according to claim 22, further including turn changing programmed logic circuitry for 
allowing successive operations by said plaver while the degree of coincidence is not 
lower than a predetermined value and making a change between an offensive turn and 
a defensive turn at a time that the degree of coincidence becomes lower than the 
predetermined value, and 

wherein a battle scene is for fighting the characters with each other by alternately 
repeating afi -said offensive turn and a -said defensive turn , and 

sa i d computer furthor funct i ons suGh that a turn changing m e chan i sm for allow i ng 
suoooss i vo oporat i ons by sa i d p l ayor unt i l tho dogroo of co i ncidonco doos not bocomo 
l ow e r than a predotorm i ned valuo and making a chang e betw e on sa i d offons i vo turn 
and sa i d defensivo turn at a t i mo that tho d e gree of co i nc i donco bocomos lower than 
th e pr e determ i ned va l u o. 

25. (currently amended) A game method of a game apparatus which displays a 
battle scene in which characters in a game world fight with each other and has one or 
more f irst storage locations for storing a -one or more parameters for each 
charact e r enemy appearing in said game world and one or more second storage 
locations for storing an -one or more operation timing patterns showing player timing 
patterns to be operated in associated with each oharact e r enemv . comprising th e stops 
ef: 

(afdisplaying, when the battle scene is displayed, an i nstruct i on i mago input 
pattern and changing a displaying manner of said instruct i on i mago input pattern on the 
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basis of the one or more operation timing patterns associated with the charact e r enemv 
appearing in said battle scene stored in said one or more second storage locations; 

(©^-detecting an operation by said player input in response to a change of said 
i nstruct i on i maqo input pattern ; 

(©^calculating a changing value for changing the parameter of the 
characto r enemv depending upon a degree of coincidence between the operation timing 
of said player at a time of being detected mby ©te©4© }said detecting and the timing of 
the operation timing pattern; and 

(df updating the parameter of the characto r enemv appearing in said battle scene 
on the basis of the changing value calculated i n sa i d stop (c) bv said calculating . 

26. (currently amended) A -The game method according to claim 25, wherein 
said one or more second storage locations store for each characto r enemv the 

operation timing patterns having different difficulty levels of the operation for said player, 
and 

said step4a 4displaving changes the displaying manner of said i nstruction 
imag einput pattern on the basis of the operation timing pattern related with any one of 
an offensive characte r enemv and a defensive characte r enemv . 

27. (currently amended) A -The game method according to claim 25, wherein 
the parameter includes a physical strength parameter on which a battle 

continuing ability of the characto r enemv depends, and 

said ste©4d4 updating reduces the physical strength parameter of a defensive 
characto r enemv such that said defensive characto r enemv being appearing in said battle 
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scene is damaged on the basis of the changing value calculated i n said stop (c) bv said 
calculating . 

28. (currently amended) A -The game method according to claim 25, wherein 
said step-(a 4displaving changes the displaying manner by displaying said 

instruction i mag e input pattern in a rhythmic manner, an enlarged/reduced manner, or a 
displayed/non-displayed manner on the basis of the operation timing pattern associated 
with the charact e r enemv appearing in said battle scene. 

29. (currently amended) A -The game method according to claim 25, wherein 
said step-(a 4displaving changes at least one of a color and a shape of said 

instruct i on i mago input pattern at the timing that has t o be op e rated input by said player 
on the basis of the operation timing pattern. 

30. (currently amended) A -The game method according to claim 25, wherein 
said game apparatus further comprising a-music reproducing 

moohan i sm programmed logic circuitry for reproducing music data for playing a-BGM in 
said battle scene, 

said one or more second storage locations store the music data which is utilized 
as the operation timing pattern and is constituted of a plurality of kinds of parts each 
being a reproduction object by said music reproducing mochan i sm programmed logic 
circuitry , and 

said stee4a }displaving changes the displaying manner of said instruct i on 
Imag einput pattern on the basis of any one of the parts constituting said music data 
when said BGM is played by said music reproducing m e chan i sm programmed logic 
circuitry . 
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31 . (currently amended) A -The game method according to claim 25, wherein 
the parameter includes an ability parameter on which a superiority of a fighting 

capability of the characto r enemv depends, and 

said 6tee4d4 updatinq updates the ability parameter of the character to be 
operated by said player on the basis of the changing value calculated i n said st e p (c) by 
said calculating when the battle is ended. 

32. (currently amended) A -The game method according to claim 25, wherein 
said step-te) calculating calculates the changing value so as to largely change the 

parameter of the characto r enemv as a d e greo of coinc i d o nc e b e tween the operation 
timing of said player at a time of being detected in sa i d stop (b) bv said detecting and the 
timing of the operation timing pattern corresponding to said timing i s h i gh e r more closely 
coincide . 

33. (currently amended) A -The game method according to claim 25, wherein 
said operation timing pattern is constructed so as to be successively operated at 

a plurality of timings by said player, and 

said step-te tealculating calculates, every time that an operation by said player is 
detected in sa i d stop (b) bv said detecting , the changing value depending upon a degree 
of coincidence between the operation timing by said player at that time and the timing of 
the operation timing pattern corresponding to said time. 

34. (currently amended) A -The game method according to claim 33, wherein 
said st e p (c) calculating calculates the changing value so as to be gradually 

increased when the dogroo of co i nc i denco botwoon the operation timing detected m 
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said st e p (b) bv said detecting and the timing of the operation timing pattern is -closelv 
coincide successively big frtimes . 

35. (currently amended) A -The game method according to claim 33, wh e r ei n 
further comprising allowing successive operations by said player while the 

degree of coincidence is not lower than a predetermined value and making a change 
between said offensive turn and said defensive turn at a time that the degree of 
coincidence becomes lower than the predetermined value, wherein 

said battle scene is for fighting the characters with each other by alternately 
repeating an offensive turn and a defensive turn , further compris i ng 

( e ) allowing suoooss i vo oporations by sa i d playor unti l th e d e gree of co i ncidonco 
do e s not b e com e l ow e r than a pr e d e t e rm i n e d valu e and mak i ng a chang e b e tw ee n sa i d 
offons i vo turn and sa i d d e f e ns i ve turn at a t i mo that tho dogroo of co i ncidonco bocomos 
l ow e r than th e pr e det e rm i n e d va l u e. 

36. (currently amended) A game apparatus displaying a battle scene in which 
characters in a game world fight with each other, comprising: 

one or more first storage locations for storing a -one or more parameters for each 
characte r enemv appearing in said game world; 

one or more second storage locations for storing in association with said each 
characto r enemv background music that renders af hone or more operation timing 
patterns presenting to a player timing patterns to be operated in a rhythm pattern; 

a-BGM reproducing m e chan i sm programmed logic circuitry for reproducing 
background music associated with the characto r enemv appearing in said battle scene 
stored in said one or more second storage locations; 
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afi-operation detecting mochanism programmed logic circuitry for detecting an 
operation input by said player i nput after the background music starts to be reproduced; 

a-changing value calculating mochanism programmed logic circuitry for 
calculating a changing value for changing the parameter of the oharacto r enemv 
depending upon a degree of coincidence between the operation timing of said player at 
a time of being detected by said operation detecting m e chan i sm programmed logic 
circuitry and the timing of the rhythm pattern of said background music corresponding to 
that time; and 

a-parameter updating m e chan i sm programmed logic circuitry for updating the 
parameter of the characto r enemv appearing in said battle scene on the basis of the 
changing value calculated by said changing value calculating m e chanism programmed 
logic circuitry . 

37. (currently amended) A -The game apparatus according to claim 36, wherein 
said changing value calculating mochan i sm programmed logic circuitry calculates 

the changing value so as to be gradually increased when tho dogroo of coincidonco 
botwoon the operation timing of said player detected by said operation detecting 
mochan i sm programmed logic circuitry and the timing of the rhythm pattern is -closelv 
coincide successively friq htimes . 

38. (new) A game apparatus for displaying a battle scene in which character in a 
game world fight with each other, comprising: 

at least one first storage location that stores at least one parameter for each 
enemy appearing in said game world; 
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at least one second storage location that stores timing frame numbers indicative 
of a plurality of timings at which a player is to make operations, rhythm patterns 
corresponding to the timings, and music data including information of the rhythm 
patterns, in association with respective enemy characters; 

music reproduction programmed logic circuitry that reproduces the music data in 
a battle scene; 

a counter that starts to count a frame number in synchronization with a start of a 
reproduction of the music data produced by said music reproduction programmed logic 
circuitry; 

operation detection programmed logic circuitry that detects an operation input by 
the player; 

changing value calculation programmed logic circuitry that calculates, in 
accordance with a difference between a count value of said counter at the time an input 
is detected by the operation detection programmed logic circuitry and the frame number 
when the player was to have made the input, a changing value by which a parameter of 
the enemy character is changed; 

parameter update programmed logic circuitry that updates the parameter of the 
enemy character appearing in the battle scene according to the calculated changing 
value; 

at least one third storage location that stores a determining value; 

determining value decreasing programmed logic circuitry that decreases the 
determining value in accordance with the difference calculated by the changing value 
calculation programmed logic circuitry; and 
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turn ending determining programmed logic circuitry that determines whether or 
not said determining value is equal to or less than a predetermined threshold value, 
wherein 

dependent on a determination that said determining value is not equal to or less 
than a threshold value, at least the operation detection programmed logic circuitry 
continues to detect operation input, the changing value calculation programmed logic 
circuitry continues to determine a difference and calculate a changing value, the 
determining value decreasing programmed logic circuitry continues to decrease the 
determining value, and the turn end determining programmed logic circuitry continues to 
make a determination by comparing the determining value to the predetermined 
threshold value. 

39. (new) The game apparatus of claim 38, wherein said one or more parameters 
includes a physical strength parameter on which a battle continuing ability of the enemy 
character depends, and 

said parameter updating programmed logic circuitry reduces the physical 
strength parameter of the enemy character on the basis of the changing value. 

40. (new) The game apparatus of claim 38, wherein the determining value 
decreasing programmed logic circuitry decreases the determining value such that the 
determining value becomes equal to or less than said threshold value if said difference 
is above a predetermined difference value. 

41 . (new) The game apparatus of claim 38, further including determining value 
increasing programmed logic circuitry that increases said determining value when said 
count value and said frame number are successively coincident with each other. 
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42. (new) The game apparatus of claim 38, wherein the determining value 
decreasing programmed logic circuitry determines an amount by which said determining 
value is decreased when said difference is successively smaller than a predetermined 
value. 

43. (new) A computer readable storage medium to be executed by a computer of 
a game apparatus in order to display a battle scene in which characters in a game world 
fight with each other, said execution causing said computer to perform the following: 

storing at least one parameter for each enemy appearing in said game world; 

storing timing frame numbers indicative of a plurality of timings at which a player 
is to make operations, rhythm patterns corresponding to the timings, and music data 
including information of the rhythm patterns, in association with respective enemy 
characters; 

reproducing the music data in a battle scene; 

starting to count a frame number in synchronization with a start of the reproduced 
music data; 

detecting an operation input by the player; 

calculating, in accordance with a difference between a count at the time an input 
is detected by said detecting and the frame number when the player was to have made 
the input, a changing value by which a parameter of the enemy character is changed; 

updating the parameter of the enemy character appearing in the battle scene 
according to the calculated changing value; 

at least one third storage location that stores a determining value; 
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decreasing the determining value in accordance with the difference calculated by 
the changing value calculation programmed logic circuitry; and 

determining whether or not said determining value is equal to or less than a 
predetermined threshold value, wherein 

dependent on a determination that said determining value is not equal to or less 
than a threshold value, the operation detection programmed logic circuitry continues to 
detect operation input, at least the changing, decreasing, and determining continues. 

44. (new) A game apparatus displaying a battle scene in which character in a 
game world fight with each other, comprising: 

at least one first storage location that stores at least one parameter for each 
enemy character appearing in said game world; 

at least one second storage location that stores music data including input 
patterns indicative of a plurality of timings at which a player is to make operations, said 
patterns each being associated with one or more enemy characters; 

music reproducing programmed logic circuitry that reproduces the music data 
corresponding to the enemy character appearing in the battle scene when the battle 
scene is displayed; 

operation detecting programmed logic circuitry that detects and operation by the 

player; 

changing value calculation programmed logic circuitry that calculates, in 
accordance with a degree of coincidence between the operation timing by the player at 
the time the operation is input and the timing of said input pattern , a changing value by 
which a parameter of the enemy character is changed; and 
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parameter updating programmed logic circuitry that updates at least one 
parameter of the enemy character appearing in the battle scene according to the 
calculated changing value. 
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